course, as theorists, historians and interpreters, we are always at the position of cultural determinism and here there is no escape, we are not engineers.
We can take the position of liberal businessmen, transhumanists or the position of the Orthodox reactionaries. In this case I am more interested in the position of theoretical dialogue within the ontological theater -an interesting philosophical approach, which was proposed by the British theorist E. Pickering (he, in turn, is based upon the ideas of cybernetics). Why theater? It seems to me that Pickering, thus, tends to emphasize the element of surprise, the new that occurs in the clash of discourses and technologies, the openness in which we participate, but we understand that the result is unknown.
New Media: Nothing New?
So what is traditionally referred to the new media? Internet, social networks, digital photos, blogs, video games and e-book -it is a look from the 1990s, when everyone started talking about the new media. What is their novelty? In fact, for example, that they are interactive -you can leave comments, reply to a letter and "like". But aren't the old media -newspapers, for example, interactive? Citizens' letters to the newspaper "Pravda" is quite an interactive process that, at its time, led to very important social consequences.
If interactivity lies in the ability of any person easily produce and distribute digital content, then the long-standing practice of documents copying and "samizdat" should remind that all this took place somewhere. Or another story. Ralph Baeran American engineer, the inventor of interactive television and home video game devices, who patented a lot of interesting developments that subsequently became game consoles.
In fact, it is difficult to say that the novelty of the new media is connected with interactivity, or, for example, with the use of hypertext. The first "hypertext browser" (or its prototype), is found the 16th century. It is "Book wheel" by Agnostino Ramelli -equipment of libraries and monasteries, common in those days. The idea of this wheel was that with the use of a single device practice of documents copying and "samizdat" should remind that all this took place somewhere. Or another story. Ralph Baer -an American engineer, the inventor of interactive television and home video game devices, who patented a lot of interesting developments that subsequently became game consoles.
In fact, it is difficult to say that the novelty of the new media is connected with interactivity, or, for example, with the use of hypertext. The first "hypertext browser" (or its prototype), is found the 16th century. It is "Book wheel" by Agnostino Ramelli -equipment of libraries and monasteries, common in those days. The idea of this wheel was that with the use of a single device to provide maximum easy and fast access to the related text fragments from different books. Conceptually and technically primitive, the idea was implemented long before Ted Nelson, Tim Berners-Lee and other engineers technologized hypertext in the format that is used in the form of links to the Internet. And when we abandon the role of "captain obvious" and thoroughly ask the question about the new media, as it seems to me, we face an even more important issue -the issue of boundaries. 
Domestic Media
Let us suppose that we refer such interesting gadgets as IRobot -the popular robot vacuum cleaner, which creates a map of your apartment, vacuums and tidies to the new media. Or some of the trivial everyday new media: smart TV, game consoles, etc. These gizmos expand the boundaries of home space due to media structure: due to mobility, due to hybridization of physical and virtual space, due to changing the mode of time, which becomes different (before I ran to watch television on the program, and now I can record and watch it when I like it).
Smart home is an even more interesting These robots are very utilitarian and able to produce electricity as home bioelectrostations.
For example, a watch, equipped with adhesive tape, on which insects fall, and bioelectric generator, absorbing flies, produces energy to show time. There is a similar floor lamp. Yet there is a table that eats mice and also produces light.
I hope that our dear reader still remembers the anecdote about "Angry birds", written in the beginning? Here, there is another anecdotal story, which tells of a rather different but much related new media -domestic and intimate. This is the story of how a "smart" toilet was hacked by "hackers" and it started to shout and curse, pour water and flip toilet seat... So what? Big deal, just naughtiness! That maybe so if all this was not happening at the very moment when we were very vulnerable, and the situation itself became stupid, ridiculous and dangerous. In this sense the anecdote becomes a revelation of how the new media intrude not only on home but also on my personal intimate space.
With less humor and more critical irony British critical designers James Auger and Jimmy Loizeau follow this topic in the project "Carnivorous Domestic Entertainment Robots". These robots are very utilitarian and able to produce electricity as home bioelectrostations. For example, a watch, equipped with adhesive tape, on which insects fall, and bioelectric generator, absorbing flies, produces energy to show time. There is a similar floor lamp. Yet there is a table that eats mice and also produces light. The conception itself is very interesting -the new media, which are integrated into bioecosystem as carnivorous agents. They are not just screens or mechanisms -they "live" along with what lives in the house and eat as if they were carnivorous.
"Homeless" Media
In contrast to domestic media, homeless media are such new media, which are outside our usual domestic space and in which the boundaries of the urban environment are transformed by the media elements integration. Let us begin with the so-called media facades. This is, on my opinion, a wonderful project of the Museum of Modern Art in Austria. The most part of the building facade is turned into the screen, becoming a media facade in which urban space is connected with information space. Nowadays it is one of the most fascinating topics in the modern architecture -in which configuration you can combine the new media, and that we can get in the urban space?
The conception itself is very interesting -the new media, which are integrated into bioecosystem as carnivorous agents. They are not just screens or mechanisms -they "live" along with what lives in the house and eat as if they were carnivorous. On the other hand, media activists demonstrate an alternative approach. In 2007, I met the New York group of the Graffiti Research Lab. They used the technology of projection drawing on the city walls with the help of LCD-projection and laser pointer. The projector creates a screen on any wall, and you can write and draw anything. They positioned it as a free format of expression in the urban space. I.e. the new media are making a transition from home and office use to the public space. The Graffiti Research Lab at the time got the first prize for this project at the Ars Electronica festival.
Let us refer to the conceptually more complex projects from the 1960-70s by the pioneers of interactive architecture Gordon Pask and Cedric Price. In their projects screen visualization on facade plays not the most important role. The main thing is the ability of automatic adaptive reconfiguration of space depending on how the needs of those who came there change: the ability to transform size, functionality, and other parameters. Price and Pask worked long enough over the project of "Fun Palace" (1961). It was not implemented, as well as the second project "Generator" (1978) . The principle was the same -the space that is interactively connected to those who are in this space, and the data that may be necessary, dynamically change in the course. Conceptual and technical solutions of these projects were partially implemented in the Pompidou Center, built under the influence of Price's ideas.
On the other hand, media activists demonstrate an alternative approach. In 2007, I met the New York group of the Graffiti Research Lab. They used the technology of projection drawing on the city walls with the help of LCD-projection and laser pointer. The projector creates a screen on any wall, and you can write and draw anything. They positioned it as a free format of expression in the urban space. I.e. the new media are making a transition from home and office use to the public space. The Graffiti Research Lab at the time got the first prize for this project at the Ars Electronica festival.
Here is an example of how space is formed in the entertainment industry. It is an expanding screen that was created for the concerts of the famous Irish rock band U2. In all the Robotic technologies of the contemporary art lead to the similar conclusions. For example, Spanish techno artist Carlos Corpa and his robot PaCo -a poet beggar (Evolution Haute Couture ..., 2009). The robot uploads a dictionary from the Internet and begs, offering to compose a verse instead. Gapers throw it some coins, and the robot beggar reads the verses "with expression" and prints them out at once.
Of course, this story brings us back to the question of the trivialization of technology, as well as the following example. The drinking pal robot BarBot begs and drinks with you at a bar. You buy what he would like to drink (alcohol, of course!), and pour it down his sink. It gets drunk and starts to keep a meaningful conversation going with you, expanding, apparently, the boundaries and possibilities of social interaction.
Intimate Media
The subject of technology triviality gradually brings us to the issue of the most intimate boundaries of our existence -intimate boundaries of our body. And here we can not but avoid the developments from the world of sex industry. This new media object for intimate pleasures was presented at the specialized exhibition in Las Vegas. A high-tech doll has serious possibilities; for example, endlessly talk with the owner about his/her interests. And to understand the owner's character and hobbies, it studies you, including social networks on the 
The subject of technology triviality gradually brings us to the issue of the most intimate boundaries of our existence -intimate boundaries of our body. And here we can not but avoid the developments from the world of sex industry. not to mention the revolutionary device from the same developer Google -glasses Google Glass. If I am not entirely the master of my sight, this is the first sign that the intimacy of what I see and I want to see, the intimacy of my desires that present in this sight, as if disengage with me, turning into digital video documentation. It exists in the form of the data that is uploaded and stored somewhere.
The combination of intimacy with the element of homelessness is represented in the project by L. Beloff (Evolution Haute Couture ..., 2013). In the spirit of the Internet of Things, she connects her shoes -high boots, to the network, high boots that allow you not to stay at home in front of screen in your computer bunker, chatting with friends, help you to talk on the move. The high boots all by themselves "go" online, connect to "Wi-Fi" and help you to communicate, while enjoying your physical presence somewhere on a walk.
In the project of wearable devices, where my good friend is enthusiastically engaged with, an example of the intimacy of the new media seems very interesting to me. It is called Healbe and represents an electronic bracelet, which must be worn permanently, and it checks your metabolism through skin, counts calories, processing data on a server and displaying it in your smartphone (or profile on your social network), evaluates, for example, the state of your diet, whether you are losing weight or getting fatter, and whether you follow the right regimen. The conception is that that in the future this device might be able to replace your dietician or personal trainer, tracking your parameters and sending you the following messages: "Hey, buddy, stop eating, because tomorrow you will gain X kilograms" or "Stop your workout because your heart is in a such state that nothing can help you -you are not losing weight, and your heart will only get worse".
And again, we will turn to the artists. I like this project very much. It is called "Mobile Feelings". These two egg-shaped devices in the hands of two people send heartbeat. Holding this device, you can feel the heartbeat of another person who holds the same device. Thus, you feel the heartbeats of each other and get a very unusual psychological experience of empathy and closeness. You start perceiving it all very emotionally, understanding that as if you have someone else's heart in your hands. It results into the effect of such an intimate and close contact, overcoming the usual boundaries of communication with its hypocrisy and social distance. There is an art project which we can not but mention. It is a version of intimacy, which There is an art project which we can not but mention. It is a version of intimacy, which is integrated into our flesh -just under the skin. The "third ear" project by Australian artist Stelarc is characterized by him as "alternative architecture of body" (Evolution Haute Couture ..., 2009). His ear, implanted in his forearm, is not just an implant or prosthesis; his ear should become a universal commutator -media excess in a limited body. The artist has plans to make the ear a receiver and transmitter of data via Bluetooth and in this way connect to cyberspace through body. Stelarc offers an additional interface for a person who lives surrounded by technologyquite a trivial and extreme version of the intimate media.
In conclusion, let me return to the thesis of overcoming boundaries and establishment of the new media. We came to the conclusion that the new media is a category of formation and boundaries changes. We can not talk about the new media, as about something stable, in isolation from the social contexts, the boundaries of which the new media overcome. It is a strange flowing form. And the most interesting thing about the new media is how they form new configurations of the private/public, urban and information space, virtual/real, screen/physical, body, life and death. And what I wanted to show demonstrates us the strength of the potential the new media technology contains. 
